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90-DAY LIMITED WARRANTY 


Hi Tech BTrpressions™ warrants to the original consumer purchaser 
that Game Fiat including Game Fat aeecssoiies sbaU be fcee horn 
defects in material and wcutmanship for a period of 90 days from date 
of purchase. 

To receive this warranty^: 

1. Do J^OT return your defective Game Fak to the retailer. 

2. Notify the Hi Tech Eiqjjressjons Customer Service Depaitmeot of 
the problem lequiiing warranty Bervicc by calling 1-212-94-1- 
1224. Out Customer Service Department is in operation from 
9:00 a.m. to 5:00 p.m, Eastern Time, Monday through Thursday 
and 2;(K> p.m. to 5:00 p.m. ET on Fridays. 

3. If the Hi Tech Espiessiona service icpicseatative is unable to 
solve the pinhlem by pbone^ he will provide you with a Return 
Aulhori.iation jaufn.b^. Simply record this number on the oulside 
of the packaging of your defective PAK FREIGHT PREPAID 
AND INSURED FDR LOSS OR DAMAGE^ together with your 
sales slip or .similar proof-of-pnrqhase and a brief description of 
your problem within the 90Hlay warranty period to: 

HI TECH EXPEES SIONS 
Attnr Cuslomer Service Department 
584 Broadway 
New York, NY 10012 

If our technician deteimines that the Game P:^ is defective, we will 
replace it or refund your purchase price at our option. 


WARRANTY LIMITATIONS 
Any applicable implied warrarrties, mcluding warranties of 
merchantability and fitness for a pafriculat puipose^ are hereby 
limited to ninety days from the date of pnTcha.se and am subject to 
the condition set forth herein. In no event shall. Hi Tech Expressions 
be liable for consequential or incidential damages resulting from the 
breach of any eiqjicss or implied warranties. 
































STARTING THE GAME 


3 


J, Tlim OFF the power switch on your Super Nintendo 
Entertainment System. Never insert or remove a Game 
Pak when the power h on. 

2- Make sure your Controller is plugged into the left hand 
port on the Super Nintendo Entertainment System. 

3. Insert the Game Pak into the slot on the Super Nintendo 
Entertainment System. To lock the Game Pak in place, 
press firmly, 

4. Turn GN the power switch. 

5. Press START to play. 


CONTROLS 
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^ START BUTTON: Stans game 

* CONTROL PAD: Moves cursor up, right, left, down on 
travel map 

* A, B, X & V BUTTONS: Selects control panel buttons 

* L & R BUTTONS: Not used 














GET ON THE CASE FAST! 
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* Load Where in the World is Carmen Sandiego?^ The 
title sequence can be ititermpted by pressing START, 
A,B,XorY. 

On all screens, use (he Comol Pad to highlight your 
selection, then press A, B, X or Y to select. 

+ First choose a language, then press A, B, X or Y to 
access the Acme Comlink Computer. 

You are asked to log in. 

• To enter your name, Control Pad up/down/left/right to 
select the first letter of your name, then press A, B, X 
or Y to select. When you have entered your full name, 
press START, 

* Choose your sex, then press A, B, X or Y to select. 

• Press ST ART to begin a new game or press the 
Control Pad up/down/left/right to enter your three- 
letter password and press START to restore your 
rank. 

For further information on GETTING STARTED, turn to 
Catch A Thief on page 7. 

THE CHASE IS ON*.. 

Monday, 5 a.m, A ringing sound jars you awake. You grope 
the phone and drop the receiver on the floor. Out of the 
darkness comes the voice of the chief: ' Wake up, kid. Got an 
assignment for you," 


THE CHASE IS ON... (com.) 
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Y ou stumble our of bed, mm on the light and grab your brand 
new detective’s notebook. 

’’Just got a call from Interpol,” says the chief. “Looks like 
Camaen's gang has pulled another caper." 

"Any leads? " you ask. 

"Not with this hunch, 'fhey're too slick. Can't give you any 
more details on the phone. Better get down to the office 
double quick. It's going to be a rough one." 

’'Right chief" 

As your trembling hand replaces the phone on the cradle, you 
wonder why you ever got into this line of work. Before this 
morning. Carmen Sandiego and her Villians' International 
League of Evil (V.I.L.E.) were just sensational headlines in 

the newspaper. For more than five 
years. Carmen and her gang of felons 
had managed to stockpile ilie world's 
most valuable treasures while 
outwitting every so-called crime 
expert from New York to Sydney. 

Now they've stmck again. And you, 
the newest employee of the Acme 
Detective Agency, have been given 
the near-impossible assignment of 
tracking them down. 









TO CATCH A THIEF 


Choosing A Language*^You can work 
on the case in any of five languages. 

• To choose a language. Press the Control Pad up/down 
to move the green highlight over the language of your 
choice, then press A, B, X or Y. 

Signing In--The investigation begins at the 
Acme Detective Agency, your home base. 

Y on must enter your name into the Acme 
Comlink™ crime computer before security 
clears you. 

• To enter your name into the ciime computer, press the 
Control Pad up/down/left/right to move the red box over 
the first letter in your name, then press A, B, X or Y, 
Repeat the procedure for each letter in your name, then 
press START. <If you make a mistake, move the red 
box over liCB and press A, B, X or Y, The last letter 
you entered will be rubbed out.) 

Next, enter your sex. 

• To enter your sex^ press the Control Pad up/down to 
move the red box over your gender, then press any 
button. 

If you're not restoring a saved rank, press* START and see 
The Assignment below. 

Restoring Your Rank—To restore your rank, press the 
Control Pad up/down/left/right to move die red box over the 
first letter of your password, then press A, B, X or Y. When 
all three letters of your password have been entered, press 
START. 
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TO CATCH A THIEF (com > 


Everyone at Interpol knows a good gumshoe needs a break 
every now and then. If you need an extended vacation, you 
can save your rank, so when you resume your career you 
won’t have to start at the bottom of the ladder. 


* To save your rank, select the Options icon from the 
Acme Comlink™ and press A, B, X or Y. Press the 
Control Pad down to move the cursor over Quit, then 
pres.s any button. 

The Acme Comlink™ asks you if you're sure you want to quit. 
Press the Control Pad left to move the red box over the ”YES" 
icon, then press any button. 

Your password appears in quotation marks at the bottom of 
the Acme Comlink™ screen. WRITE IT DOWN!!!t No one 
else at Interpol receives this classified information, so if you 
lose the password you'll have to start again as a rcHJkie. 

NOTE: When copying down your password, make sure to 
distinguish between lowercase and uppercase letters; they are 
not interchangeabie. 

Once you've signed in, the crime computer displays your 
current rank (as a new detective, you start as a Rookie) and 
gives you the details of your assignment. These include what 
treasure has been stolen, where it was stolen from, whether 
the thief is male or female, and your deadline for airesting the 
criminal. Press any button to begin the case. 


THE ASSIGNMENT 

Your starting point is the scene of the 
crime - the city where the thief swiped the 
treasure. You should refer to your Official 
Interpol Map on page 2U22 to familiarise younself with the 
henchmen's favorite hideouts. 
















THE ASSIGNMENT (cont,) 
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The thief is heading for a hideout in one of 30 locations. To 
win the game and advance ^'our career, you must accomplish 
two tasks before your deadline: 

LTrack the criminal's movetnents to his or her final 
destination, (You'll have to use the clues you find in 
each location to detenu ine where the criminal is going 
next,) 

2, Identify the ciiminai and get a warrant for his or her 
arrest, (You receive clues to the criminal's identity as 
you interview witnesses/) 

Promotions are based on the number of cases you solve. You 
start as a Rookie and move up the ranks. 

Tlic following is a list of criteria for promotions: 


i Salved 

Rank 

0 

Rookie 

1 

Sleuth 

5 

Private Eye 

12 

Investigator 

20 

Ace Detective 

30 

Retirement 


Warrants are issued based on information you've entered in 
the Database, 

HINT: Clues can lead y(?u to a panicuktr city or to the 
country in which the city is located. 

Ques to the identity of the thief will be given to you as you 
pursue the vdlian from city to city. You’ll log these clues into 
the Clime computer. When the identity of the suspect has 
been established the computer will issue an arrest warrant. 


THE ASSIGNMENT (com.) 
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(To learn more about logging clues and issuing a warranty 
turn to Data Key on page 12.) 

HINT: Obtaining a warrant is very important. If you don't 
have one, you wori't he able to arrest the thi^ once you catch 
up With him or her. 

There are 10 possible suspects, any one of whom could be 
the thief- Carmen Sandlego® is the most elusive of the lot. 
During your search, the Dossiers menu allows you to select 
the individual crime file for any of the suspects. This gives 
you a chance to see who you’re up against. (To learn more 
about the Dossiers^ turn to Police Etossiers on page 16.) 

THE ACME COMLINK™ CRIME COMPUTER 

With the state-of-the-art Acme Comlink™, you can travel, 
gather and process clues, and review dossiers. The left 
screen displays your location, date and time so you can keep 
track of your progress. 

The keys on the lower right panel of the screen control the 
crime computer. They are Options, Travel, Search and Data 
keys, 

• To select an option, press the Control Pad leftfright to 
move the yellow box over the key of your choice and 
press A, B, X or Y. 

When you select the Options, Search and Data keys, you are 
presented with a list of secondary options. 







THE ACME COMLINK™ 
CRIME COMPUTER (com.) 
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* To select a secondary option^ press the Control Pad up/ 
down to move the cursor to the option of your choice, 
then press any button. To return to the main screen, 
highlight EXIT MENU, then piess A, B, X or Y. 

Options Key—The Options feature lets you review and, in 
some cases, change the game setup. You can read the credit 
screen, view your password and the current case brief, 
change the language, or quit the game- 

NOTE; When you Quit a gome^ your passvi^ord is displayed 
on the screen; you don't have to select the Show Fassword 
option. 

Travel Key—The Travel feature lets you pursue the suspect 
to another location. You can also check out the possible 
destinations before you SEARCH to assist you in evaluating 
clues. 

When you selea the Travel Key, a map of the world appears 
and possible cities of destination are shown. 

* To Travel--Press the Control Pad up/down/left/right 
until the red box is over the city of your choice, then 
press any button. If you decide you don't want to travel 
just yet, make sure the red box is over the city where 
you are, then press any button. (The city wheie you are 
presently located is lettered in white. The names of all 
possible destinations are lettered in yellow.) 

Search Key--The Search feature lets you unearth clues 
regarding both the identity and whereabouts of the suspect. 
Dues may include physical features, hobbies and habits. You 


THE ACME COMLINK™ 
CRIME COMPUTER (com) 
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may want to enter clues about physical features directly into 
the Acme Comlink (see Data Key below). That way you 
won't forget any of the important grit you dig up! 

* To Search for Clues-When you select the Search 
key, you are given the locations of three different 
informants. 

Select a location, then press any button. Interview as 
many informants as you wish. 

HINT: Remember that the more investigating you do, the 
more valuable time you lose. Use THE WORLD ALMANAC 
to help interpret the clues you dig up. 

Data Key—Tie Data feature lets you view Interpol criminal 
files on V.I.L.E. henchmen and to enter data you've gathered 
from your interviews. It also issues a warrant for his or her 
arrest. 

* To Dhtain Data—Select DOSSIER. A list of suspects 
appears. Select the name of the file you wish to review, 
then press any button. When you've finished with the 
file, press any button to return to the previous screen. 
Select EXIT MENU to return to the main screen. 

* To Enter Data-Select WARRANT. A character list 
appears. Press the Control Pad up/down/left/right to 
the characteristic you wish to identijfy, then press any 
button to cycle through the possible choices. When the 
character trait you want appears, select another 
characteristic or EXIT MENU to return to the main 
screen, or COMPUTE to run a ’’make". 





THE ACME COMLINK™ 
CRIME COMPUTER (cont.) 
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To Issue a War rant--Select COMPUTE. The crime 
computer searches through all known facts about each 
possible suspect. If the characteristics you entered into the 
crime computer match the profile of one and only one suspect, 
a wairant will be issued. If the characteristics fit more than 
one suspect, the names of all possible suspects will be 
displayed, In this case, you'll have to gather more clues 
before a warrant is issued. 

HINTt Don^t wrry about directing the cops to pounce on 
the culprit. Once a warrant has been issued^ all you have W 
do is lead them to the criminal-^hey'il take care of the dirty 
work. Just keep gathering clues! 


USING THE WORLD ALMANAC 

Your most important investigatiort tool is THE WORLD 
ALMANAC. Here you'll find information about nations of the 
world plus other facts you'll need to catch your suspect. Start 
at the index, located in the front (not the back) of the book to 
find a country or subject for wliich you have been given a 
clue. 

NOTE: Clues may point to either the connecting cities or 
other locations within those countries. 

Examples for using The World Almanac 

Q: What country uses kroner as its currency? 

1. Check your comiectioos to find out which cities to which 
the thief might have fled. The possible cormections could 
be Montreal, London and Oslo. 


USING THE WORLD 
ALMANAC (cont.) 
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2. Check your OFFICIAL INTERPOL MAP 

to identify the countries where each city 
is located, you'll find Montreal in Canada, 
London in the United Kingdom and Oslo 
in Norway. 

3. Locate these countries in the index and 
turn to the appropriate pages. 

4. By looking under "Finance: Currency" in 
the section describing each country, you'll 
discover that the kroner is used in Norway, 
the dollar in Canada, and the pound in the 
United Kingdom. Looks like Norway is where 
you should head! 



Q: Where does the King Cobra live? 

L Again, first check your connections, then use your 
OFFICIAL INTERPOL MAP to identify the countries 
where these cities are located. 

2. Think of the general category in THE WORLD 
ALMANAC where you rnight find infonnatioii about king 
cobras—in this case, snakes. 

3. Look up "Snakes" in the index and turn to the appropriate 
page, 

4. Find "King Cobra" under "Snakes" from the description, 
you now know that its home is South Asia. If one of the 
connecting cities were Bangkok, the capital of the 
Southea.st Asian nation of Thailand, youll know where to 
go! 





SLEUTHFUL HINTS 
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Hie main screen aJways gives your present 
location and tells you the time and day of 
the week. As you arrive in each new city, be 
sure 10 read the descriptions that appear on 
screen, The descriptions contain information 
that will be useful in pursuing Carmen and 
her gang. The pictures themselves-notable 
landmarks or typical scenes from that country-may also 
come in handy. 

The thief cleverly stays in hiding, but he orders a crony to 
check you out. When you see a suspicious person run across 
the screen, you know you're on the right track. 

If you've traveled to the wrong destination (you'll know if you 
don't find any infomiation or henchmen), travel back to the 
city where you last obtained information. Then look over the 
facts again and try a different destination. 

No thief wonh his or her salt gives up without a fight. The 
closer you get, the more dangerous your situation becomes. 

Use the Crime Computer sparingly or you'll use up valuable 
hours and may miss your deadline. And don't waste time 
playing tourist or airnlessy crisscrossing the globe. Instead^ 
use THE WORLD ALMANAC to decipher clues. 

Be sure you've been issued an arrest warrant by the Crime 
Computer before you catch up with the thief. If you don't have 
a wanant issued for the correct suspect, you can't make an 
arrestt snd the thief will slip through your fingers. 

If you’re dose to capturing the thief but you have NOT been 
issued an arrest warrant, you'll want to go through the 
dossiers and take a guess at which suspect you think is 
guilty. Enter the data on the WARRANT screen and select 
COMPUTE to issue a warrant. 



POLICE DOSSIERS 
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The fallowing inlofination has been gleaned from 
feterpol's files and our field of agenig. While brief, 
these desaipliDii& my coatam valuable clue^ 
to be u^d in tracking down and idemifying 
naeiubers of the V.TX.B. organijadon. 
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